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Intro: 


This will be a book of all new video game ideas. Anyone may freely use them. They'll 
touch upon just about everything. I'll split them up into genres so you can find things 
much easier. Whatever genre of game you are working on just look up the section for it 
here. I’ve written lots of books going 5 or more pages a day. | have worked on things 
like this, getting maybe 3 pages done a day. So it is going to be a labor of love. The 
purpose of this book is to help people make a good video game. By proxy, | would then 
be part of the whole thing. | always wanted to create a game on my own but this is the 
best | can do. Some of this is “food for thought.” That can actually be more helpful than 
anything else. My experience is there. | have been watching videos about video games 
for nearly ten years. It is my favorite source of entertainment: videos of all kinds about 
video games (top tens, reviews, “evolution of,” “history of,” playthroughs, speed runs, 
you name it.) So with nothing more to mention here is my book of new ideas: 


Adventure Games 
1- An imp in a jar, like the jars you break with a sword, giving you things then 
disappearing. 


2- Different kinds of bottles with different things inside. When you throw and break the 
bottle certain things happen (other than those ideas that have already been used such 
as bees in Zelda.) 


3- If you are right in the middle of a dungeon and need a certain something (like extra 
health, arrows) then you can do a skill based thing in a special room to get it. 


4- After you beat a dungeon a special room opens up that you can always come back 
to. That room gives you certain things or can just be a strange fishing spot or maybe it 
charges a type of magic. Maybe the new occupants are helpful to you. But it is not a 
dead area with nothing there after you've beaten its boss. 


5- When you burn a certain tree/bush, then the smoke it creates causes a magical 
effect. Maybe it brings the forest alive or transforms something. 


6- You have an air/ smoke catching net. You take the magical air from place to place 
and capture it in a bottle for a magical effect. Maybe you can capture souls too, like from 
monsters. 


7- You eat food in the game to boost stats and if you want to increase the effect you use 
magical spices- some of which are very difficult to cull. You could, maybe, have crushed 
crystal stones if you are willing to sacrifice its monetary value. 


8- Different color coins have their own value but those that sparkle are worth twice as 
much. Then, once in a blue moon, they sparkle much more than usual. 


9- During the dungeon you get the master key. But you have an option to use that key 
elsewhere. You never know where that is going to be but once you use it you get some 
really nice things. Only you have to go back through the dungeon to get that key again. 
You can’t simply return through the front door with it. 


10- The whole point of a dungeon is to get a magic key. The puzzle isn’t so much over 
after you beat dungeons. You have to use the keys you’ve gotten to unlock hidden 
things, in beating the game. Maybe there is a master dungeon to free person after 
person in getting those keys. 


11- Having a large bag that moves around capturing enemies on the field. Then they 
disappear. 


12- There have been centaur characters in adventure games (like in Zelda games) but 
instead making a “scorpion centaur,” half man with a scorpion tail and four legs. 


13- Some magic to possibly include: a ghost sound (like “woooo”) that scares away 
certain enemies. A stun bolt that freezes enemies. A rush of water that washes an 
enemy away from you. “Dancing swords,” swords dance all around the screen and 
pierce any enemies in its way. Protective triangles moving all around you- preventing 
anything going beyond them. To add an extra touch to that the triangles could be on fire. 
“Helping hands,” large hands come up from the earth in random places (as four random 
areas on the screen) and if an enemy is there it is taken down. For grinding there can 
be a “return” spell. It brings all the enemies back on any given screen. Then you can 
seamlessly continue grinding. 


14- Like a ghostbuster wand that shoots out electricity, which surrounds an enemy ina 
sphere, to capture and use like pokemon. 


15- A death ray enemy (like those that shoot powerful laser beams) only in turning 
triangle/pyramid form. Or a pyramid that goes above your head and protects you that 
way, shooting down enemies with a beam while it turns. 


16- A weapon that places two cubes, one to the right, another to the left, and creates a 
protective fence with an electrical connection between the two. 


17- Whether in an adventure game or any game, having a skull above your head that 
protects you. It shoots out fire while turning around above your head. 


18- In dungeons.. There are four squares on the ground. They each have a symbol on 
them. If you cross forward on them you get that thing (energy boost, magic power, 
shadow of yourself to help protect, ect.) Maybe if you cross back over it you have to 
sacrifice something, if that works. 


19- You capture fairies in the game except there is a special fairy. While all others are 
red there is a green one. Or maybe there is one other uncommon one, too. They all 
have different benefits. 


20- Instead of having just four bottles to capture things in or fill up you can have dozens 
of them. You can mix up the contents as well. You can get special powers by putting a 
fairy into a magic fluid. There can be a lot of uses for the bottles overall. 


21- You can point a beam at an aircraft above (say at night) and if it responds with a 
green light it means “yes,” and if red it means “no.” If yes then you will be magically 
transported into it which makes roaming around easier. 


22- You can also use “code beams and lights” to find out different things from aircraft 
above. What color you use is a question. What color it returns with is the answer. 


23- There is a blood river in the game that leads you to a diabolical realm- like hell, 
hades. If you jump into the river it leads you there. However, later in the game you get a 
magic raft that sees you to the other side. And in the game you are required to beat 
both areas. Or perhaps after venturing into hell and beating the area you break the 
curse, forming the river into normal water allowing you to go forward. 


24- In the game’s graveyard a spirit calls out to you to help her. She says, “help! | don’t 
belong here!” 


25- Different kinds of arrows: slime arrow, acid arrow, arrow that dissolves things, 
poison tips, and three where two curve around and the middle goes straightforward. 
Something like a laser arrow (lightsaber arrow if you could imagine), something like an 
arrow that inserts something into something else. 


26- A boomerang that wraps around people instead of hitting them straightforwardly. It 
keeps the enemies in place. 


27- The “quake hammer” causes a crack on the ground that you can enter into. It only 
works in places where you are given an indication where it'll work. 


28- Chain breakers get you to special places/areas. 


29- Magic gloves that change everything you pick up. So what would have been a small 
amount of coins in a pot becomes more. The very sword you hold gains power. Certain 
areas can be opened up through them. Your bow and arrow is faster while wearing 
them. You can open certain gloves with them that you couldn’t otherwise. 


30- There is a hand in a box blocking your way. Like while you are trying to go through a 
dungeon door. You have to place something in its hand to get through. Once you do the 
hand turns to a fist and vanishes. 


31- Mirror shields or “solar shields” work great during the day, but are awful at night. 


32- There is a shark in a lake you need to pass. When you try to go into the water it 
pops up, blocking you. It'll eat you if you go any forward. But the trick is to give it a piece 
of meat. When you do you have no trouble crossing. 


33- Sticky gloves let you climb walls, even ceilings to get into an attic. Or to safely 
descend. 


34- You can visit a witch to get a lucky number. That number helps you solve puzzles. 
Those puzzles randomly change based on the number. Likewise you can buy a lucky 
color and the puzzles/hidden things changed based on it. You know it will be a green 
thing for example that has a hidden dungeon. So if your lucky number is 2 and your 
lucky color is brown then you know what you are looking for could be a second tree in 
the forest or a second brown boulder in some area. 


35- The King’s strongest knight is a goat-headed human warrior looking with sword 
enemy. 


36- The game has elements that let you auto play. For example, boots that make you 
jump out of the way, a shield that turns to something trying to hit you, automatically, 
gloves that make you strike just at the right time, on their own. It balances out difficulty 
and lets the player focus on other things, to an extent. Maybe they are things that level 


up. Such as after being bombarded by an unfair enemy those tools learn to evade such 
things. 


37- Setting one particular bush on fire brings a fiery face to life. Like a fire with a face 
talking to you after you set it on fire. It says “you have discovered my secret” and a 
downward path appears. 


38- Like that old magic idea where demons can’t pass through a circle around you. 
39- You can pick what kind of enemy your arrows hone in on. 


40- Smashing a skeleton or skull in the game with a hammer produces magic dust. You 
have a spell that turns things into dust in a bottle. You can have so many bottles, some 
found. The more you have the more magic dust you have. And the dust gives you a 
power based on what you turned to dust. It comes back to life and now serves you for 
about 30 seconds. 


41- If you attack a goat it stands up. If you attack it again it becomes a man-goat 
(devilish looking thing) , something like a warrior, that gets into a serious fight with you. 


42- Attacking ghost spirits too many times will curse your sword. Allowing a ghost to 
come into contact with your shield will curse it. 


43- Including special moves from button combos. Like you find in Street Fighter/ Mortal 
Kombat but the idea is used in an adventure game. Press a certain combination and 
your character will use special powers. Those might be assigned to certain special 
items/ weapons. To use or activate them you have to press a certain combination of 
buttons. 


44- A radioactive enemy. It glows a color. There could be a green one, red, blue, yellow, 
ect. If you come too close to their “glow field” then you will be transformed into 
something strange. 


45- The last place to beat is a castle. It has four gargoyle statues on top that come to 
life and attack you any time you approach it. You have to get through them first. 


46- When you play a flute tune in a certain area a tree comes up from the ground. It has 
a doorway to it and that serves as an entrance to a dungeon. 


47- There are ten eyes in the game ever spying on you. If you find and close them all 
you are not bothered by them any more. 


48- When you touch a statue it comes to life and attacks you, however, if you hit it with a 
magic wand it comes to life to help you instead. 


49- A wand creates a cloaked spirit that helps you, that fights for you. They are also 
helpful for finding hidden things. 


50- A wand that creates two walls that come together, squeezing enemies. 


51- A sword that slings damaging fluids. Can even cause your enemies to become 
dripping wet and dissolve them. Sometimes it dissolves blocked off areas so you can 
enter. Could be a magic power based thing. 


52- Instead of just “magic power” , a sort of meaningless meter, you have “magic fluid.” 
You can in fact have four or five different fluids of different colors each doing their own 
thing. It is represented as a vial instead of a meter. 


53- Instead of lighting up a lantern to see in the dark, you can cause your body to glow 
in the dark, enough to see enough while going around. Maybe you take a dip into a pool 
of luminescent fluids to have it happen. 


54- You can get baptized by the fairies in the game by going into the fairy pond. Set all 
the fairies free and they will show you the way. 


55- There are lids in the game, sort of like a sewer lid- a heavy disk, with the power 
lifting gloves you can lift them. Then a powerful force sucks you into a lower special 
area. 


56- The World Gems are of significant power. The one that places them in the uttermost 
corners of the world will be granted the greatest magic. Those gems are in no way easy 
to come by, however. 


57- A “confuse” wand mixes enemies all up. If you strike them with it twice then they 
become erratic. The wand makes them spin around like in a whirlwind. 


58- There are the different color rupees. In this game though one appears later in the 
game, a purple one of greater value. There are the small hearts increasing energy from 
the start, but later in the game larger hearts appear that refill your energy more. Later in 


the game larger bombs appear. Not until then can certain areas be gotten to, through 
them. And later in the game, light arrows appear. 


59- The dark crystal creates the dark castle. The light crystal creates the light castle. 
The dark crystal is put before a demonic statue to create it. The light crystal is put by an 
angelic statue to create it. 


60- While playing Willow on the NES there was an enemy that turned me into a pig. It is 
like in Kid Icarus where you are turned into an eggplant. My idea would be for an enemy 
to make you have a ball and chain around your ankle, temporarily, restricting your 
movement. 


61- If you strike the flowers too much bees will swarm you and you will surely die. 


62- Enemies will not attack you as long as you are on a perch. You are trying to get 
through, the enemies are just too difficult, so you rush from such place to such place 
until you get to the end. 


63- There is a really powerful wand but with one problem- it has to be charged from shot 
to shot. So it can only be used once every ten or so seconds. 


64- Bombs usually harm you but with a special cloak you can prevent it from doing so. 
And that is the only way to use a super bomb without getting hurt. 


65- Burning and melting things: branches create different types of magic smoke for 
different purposes. Collecting certain wood allows you to safely camp, as its smoke 
wards off all enemies (that would be suitable for an RPG too.) There could be a shield 
mold in a game. You just melt crystal, gold, or silver into it and there is your shield. 
Maybe you can throw a magical gem into the mold as well. The same can form swords. 


66- The power glove does what it normally does- lifts heavy things mostly, but if you 
boost it (by holding down a button) then it goes forward and smashes things. 


67- The effect of entering into another dimension comes from a doorway that appears 
from nowhere. Maybe there are such doorways all around. A door without a home. And 
with a special tool you can go through them. Until then, they are mysterious things. 


68- It is your objective to get the magic cloak. The magic cloak resides on the tower of 
evil or whatever you want to call it (hopefully something better than that.) A sort of 


upwards going dungeon, to add a nice touch. You need the cloak to enter into the 
graveyard- it makes you a sort of ghost. In the graveyard the story continues from there. 


69- Sword effects: the tip of the blade spike out left and right (makes targets easier to 
hit), the blade can be made wider for easier hitting, a sort of triangularly tipped blade, or 
a curvy blade in various ways, are all more usable in a game (even if they aren't in real 
life- but games aren't real life.) 


70- You see the shadow of a thing on the floor that gravitates towards a skeleton or any 
other thing- a statue, something strange maybe. It brings that thing to life and it fights 
against you. Sometimes when you strike a monster you see its soul like a shadow 
wandering around, trying to get into something else. 


71- A metal detector and a shovel. An unsafe and abandoned mine with its gems. A 
rare seed to plant and harvest for big bucks. Special weapons, tools, and items to find 
while digging. A magical vacuum. Coin rooms where you can quickly just suck them all 
up. Digging beneath a boulder you bomb- removing the boulder, or removing a tree, a 
bush, not finding anything until you dig there. That would add a secret to a secret. Just 
some random ideas. 


72- There is a turtle that looks a lot like a boulder. You can sort of tell it isn’t. Maybe it 
very subtly moves sometimes. If you strike it with just the right weapon or tool it raises 
up and moves away. Then a secret entrance is found. A secret entrance that was 
beneath it. 


73- Like Alice In Wonderland walking through the mirror- the mirror, however, is a 
certain shield of an enemy. It has a magical mirror shield. If you pass through it you go 
somewhere else. It might be a part of the dungeon puzzle. Could be a dark world 
entrance or whatever else. 


74- Collecting the four magic mirrors. You line them up in a certain room and then step 
in the middle for an incredible transformation. 


75- There is a key on a chain trying to get free. It jerks on the screen. It knows you. It 
was a good person made into a key- a curse placed on them. When it sees you it gets 
especially frantic and breaks free. You use that for a doorway, naturally, and the 
moment you do the curse is broken. 


76- You can go into caves that have weapons that are alive. For example, one that has 
a sword which is alive. It follows you out of the cave and helps you until you die. Magical 
wands would be good to include, too. 


77- A two prong fork that produces an electric charge, used to energize things, having 
effects that alter things electrically. It could produce a ball of energy in between that can 
be charged and shoot out electricity. 


78- An electrical bomb. It disrupts machinery against you. 
Platforming Games 
1- Instead of a “piranha plant in a pipe,” a king cobra in a large basket. 


2- At the end of a level three numbers flash and a random number between 1 and 3 
comes up. There are three different kinds of coins. Whatever one you collected the 
most of in a level is your number and if it matches the random number you get 
something special. If any are equal then you get nothing. 


3- A large skull with snakes coming out of it as an enemy. If you kill all those snakes 
then the skull opens its mouth and devours you. 


4- A chain and ball except a skull on a chain. 


5- If you step on top of bricks they become invalidated (useless, if you hit them from 
below you get nothing after that.) You hear a sound effect and the bricks below you 
become X’d out. 


6- If you stomp on a brick or smash it from below matters. That is, if the brick is of a 
certain kind, indicating that two possible things can come out of it. Maybe if the question 
mark is upside down then you can only get something by stomping on it. Stomping 
however is a powerup. 


7- Like in Mega Man you get your own powerup suits. However they don’t have their 
own meter, or any meter. Instead if you get hit once then you cannot use that suit for the 
rest of the level. 


8- Different hats, a horn hat, a halo instead, all have different effects within the game. 
Different gloves, a fire throwing glove, a punching/pounding glove all serve as 
powerups. Different boots too and to make a whole suit based on these. 


9- At the start of the first level of the world you are given a powerup. If you beat every 
level in the world without losing it then you get to permanently keep it. You can then use 
it whenever you want and it will never be lost. 


10- Some creatures camouflage themselves into other things. They might presume the 
look of a treasure chest, boulder, or tree. You can’t pass without bumping into them. If 
you bump into them they'll move out of your way. Some are onerous though requiring 
you strike them with a sword a few times, so things are not so obvious. 


11- Instead of tossing fireballs, tossing little stars. There is a powerup beyond it that 
makes the stars larger. 


12- Instead of bricks to smash from below, pots, which after you do dust bursts out and 
a plant with a powerup fruit comes up. 


13- Every level has three kinds of cards of one thing or another. You can trade them for 
that thing if you have enough. For example a special powerup or creature to ride on 
during a level if you get three of its cards and turn them in inside a shop. 


14- There is a lever you can jump on top of that slides down, causing something to 
happen. 


15- Traveling quickly through a large number of rings. During invincibility rings go up 
around you. Square rings, triangular rings, ect., doing different things in the game. 


16- A dragon head coming up from a hole. A strange head popping up from a hole and 
what’s stranger is that its neck stretches way high. So you jump on the thing's head and 
its neck goes high upward to a special upper area. 


17- Instead of going down pipes you just go down holes. They have colored rings 
around them indicating what’s below. Black might be a death trap, blue a watery area 
beneath and things like that. 


18- Imagine Mega Man but with sub levels. So typically eight levels but now 16. The 
sublevels are based on the eight robot masters, but what would those sub levels be? 
Maybe they can make the actual boss stage easier if you choose to beat them, which is 
optional. You can make things easier by beating the sub levels but you don’t have to. 


19- There is a dandelion in the game that grants one of three wishes. You only have to 
jump on it. They are in hidden areas. After doing so you can get one of: a powerup, 50 
coins, or extra health. 

20- You can bounce off of a strange plant that comes out of a pipe. 


21- Instead of a frog suit like in Super Mario Bros. 3, you get a mermaid suit powerup. 


22- A shy star instead of a shy ghost. It hides behind a cloud when you look at it. It 
dives down on you when you aren't. 


23- When time runs down in a level a hard weather thing to deal with comes up, like 
lightning, a tornado, and earthquakes. 


24- At the end of a level energy left is added to something else like a magic meter. No 
hits, number of enemies undone, amount of coins or some special thing being gotten, all 
serve to level you up in a platformer. 


25- A light whip. Different colors of light do different things. They rise in power 
accordingly, through powerups (the red light whip is a fire power that makes hotter and 
hotter whips, the blue one has greater and greater water power until it starts to freeze 
things, and the white one gains greater and greater lightning power.) 

26- Don’t jump on the mushrooms in the game. If you do, you'll become one. 


27- Jump on a tulip. Its petals surround you and take you into a pot (to a lower area.) 


28- A cloud area where you jump from cloud to cloud to cloud. Faces in the sky that 
blow out clouds. 


29- There is a spiral tower that you quickly twirl up on. An upwards spin to a higher 
area. Maybe you only go up on it if you are running at full speed. 


30- You get a lucky number before you begin to play a level. That number is the one 
that provides you things, the other numbers will not, and that number is random. 


31- It is forbidden to step in front of a cross. You must jump over them. If you don’t then 
a lightning bolt will strike you. 


32- Walking acorns as an enemy. Looks like a goomba or maybe a turtle shell. 


33- Trees try to swat you with their branches. Some of them try to grab and eat you. 
34- A walking cactus guy in a platforming game. 


35- There are stars in the sky that turn to people and drop down. They are like people in 
the form of stars. These are enemies. 


36- If you trigger a secret thing (like holding the “up” button underneath it for 15 
seconds) a moon in the sky will come down, you get on top, and it takes you to a later 
level (like a warp point.) It is a darkish level (dimly lit.) A star does the same thing but 
level is brighter. Then the sun transports to a desert area not so far from the start. Or 
another warp idea could be that a whale swallows you and takes you through a deep 
part of waters, underneath so much, further ahead, and you have skipped a number of 
levels that way when you emerge back to the top. That could warp you to the future 
water world area of the game. These ideas could all be done in the first world. 


37- There is a tree that has some valuable fruit. Why would you not get it? Well, if you 
don't then the tree will say “thank you,” and say, “hey, have this,” it shakes around and 
something even better falls from its branches. 


38- Imagine Ryu from Ninja Gaiden having a web power with a spider sort of powerup. 


39- Every level you beat brings about a new powerup during the level. Like with above, 
if Ryu beats a spider boss then web powerups will appear in the rest of the game. 


40- You can ride on a kind of bouncy ball with a handle. 


41- Your riding companion (your “Yoshi” of the game) is a dragon. If you get a fire 
powerup then the dragon head spews fire, if an ice powerup, then ice, if both are gotten 
a head is added to its body. Can gain wings to fly. It eats all sorts of things. Can strike 
with the beak of its mouth. Can create a whirlwind with its wings. Can clutch onto things 
and take them elsewhere for special purposes. 


42- There is a hidden brick you smash from below that makes all of the coins bigger in 
the level. They are then worth twice as much. 


43- Different colored feathers. The black feather gives you bat wings, the white gives 
you angelic wings, the green dragon wings, the blue “water” wings- a stingray? 


44- Helmets of animals to embody. Cat ears, mouse ears, ect. 


45- Each level has two yin yang pieces (the black with white dot and the white with 
black dot, separately) and getting both gives you something special. Or to use the idea 
differently: They are things you toss. If you have both, you toss both, as weapons. The 
two do something different while having both do them together. 


46- Adding a touch of RPG to a platformer as so: Just as Ryu strikes the orb in his 
games, or Simon Belmont a candle, in this game you can get three orbs: one to raise 
attack, one to raise defense, and one to boost both. The effects are permanent. It is 
represented in a stat (like a degree of attack power represented by a number.) 


47- A powerup that is a save point. Drop and use it where you want it. Having one being 
in a difficult side area. A kind of out of your way area, if you’d have the player earn it. 


48- There is a sitting statue with its hands ready to grab something. If you strike it with 
your whip it will energize it and make it more powerful. If you are using the idea with a 
sword it could be the statue has an uplifted sword which you clang yours onto. Then 
your sword is more powerful. 


49- You can place brains into the heads of statues to bring them to life. 


50- A paper, rock, scissors side game. One button= each one. The moment you press 
your selection the computer randomly makes their choice. Could be the best two out of 
three to make it a tad longer. You get a star card for winning. Get four star cards and 
you get something special. 


51- A sphere you can walk right into. Then, within one it floats up like a bubble taking 
you to cloud land. Maybe your character itself can produce that bubble. 


52- A focus on vehicles: helicopters, rockets, planes, hover, air balloon, boat, 
submarine, beast to ride on, to fly on. First you’ll need to get the keys for them. Maybe 
they cost a hundred coins. Maybe a lesser one just costs 50. Maybe your whole body 
can change into a vehicle. 


53- The cloud platforming goes higher, higher, and higher, then you parachute down 
back to the ground. It could be automatic, just leap off from the top and you are guided 
down by one. It could be a balloon with a platform at the top. You jump on its platform 
and you slowly go back down with it. 


54- One of the enemy bosses has a crow assembling its body. It takes the legs, then the 
middle of the body, the arms, then its head before the fight starts. Maybe after the head 
it places on a crown, and into its hand a sword. It could keep reassembling the body 
until you defeat the bird itself. And instead of a crow it could be a dragon. 


55- A “Save” coin. When you get one it saves you from one future death. Then if you 
are hit by something that would have killed you you don't die, but it only works once. 


56- A switch opens up a cage. It could free a beast you can ride or free a bird your 
enemies have captured, which will dive down and attack your enemies. 


57- There are walking musical instruments or maybe ones that float and bounce. 
Sometimes they have bad effects and some have positive effects. If you toss all of the 
good ones into the same area then they will play a mini concert and something special 
will happen. 


58- An enemy with a fan head. It blows you away. An enemy with a scissor head. An 
enemy with a fruit head and the Yoshi of the game can eat it. Then the headless body 
moves around confused. An enemy with fire for a head. An enemy with three stacked 
heads. An enemy with a hand for a head. An enemy with a cactus head. 


59- You can throw bottles of potions into a plant pot. Different potions have different 
effects. You can change enemies into more useful things by throwing a potion on them. 


60- A horse that can stand up and turn into a human. A bear or something else that 
does. Enemies that shape shift a lot, otherwise. They might change into a number of 
different things, not just one. And the player may wait on them changing to just the right 
thing, a useful thing like something you can ride or fly on. 


61- “Air Jelly Fish” Jelly fish that fly and you can travel on them. You have to land and 
travel on them just right, avoiding its tentacles, and because they come in groups. 


62- A stack of toy looking monkeys connected together. If you touch it they will all fall 
apart and come alive. 


63- Like a hungry hungry hippos thing where the head comes on top and over you, 
draws you in, and from it you go to a lower area. 


64- You can go through the water collecting special things but it is difficult to get very far. 
If you “die” in the water you don't die, you are just made to go back up. Maybe next time 


and with some extra skill you can get the rest of its treasures. It is kind of like TMNT for 
the NES (the original) where you are in the water diffusing things, and it is easy to die 
there, but instead you are getting treasure. 


65- As for blocks that provide power ups, there are certain blocks that glimmer after you 
have been on the same screen for around 30 seconds. You can’t get anything from 
them until you see them glimmer. 


66- There are squares with enemy faces on them. If you hit one of them all of those 
enemies are “turned off.” They could be a big nuisance in the game, anyway. 


67- Music blocks go hand in hand with the music of the game. If you hit the music block 
on a certain beat a certain thing will happen. 


68- Power to create magical platforms as desired. Some fly, some have you bounce, let 
you climb, go diagonally upward, transport/ warp, protect, you name it. 


Open World Games 


1- You can create and trade/sell off music through notation software within the game. 
“Music by” shows. You can create art, mini books, whatever good thing you can create 
via software. 


2- You can create a religion and its rules and all else. Staying a member requires certain 
things: gathering, doing things assigned by the leader, protecting each other in the 
game- can be a gang, a religion, or any other type of group. 


3- Having a number pad in a menu and a reference to what certain numbers give you. 
You can buy numbers to get certain things. Like in a shop you get four numbers to dial 
in whenever you need something out on the field. 


4- The thief can improve their lock picking skills. You can covertly discover combination 
numbers for locks. You have a helping spirit that spies. Having a thief character in your 
party brings more things with all the enemies you defeat. The thief can make counterfeit 
money. They improve with this over time. However, be warned that sometimes you are 
caught trying to do so. The shop keeper looks suspiciously at the bill and may or may 
not discover your crime. If he does then he will tell you to never shop there again. The 
other shops in the same village may say “no, we don't deal with known counterfeiters.” 


5- A brilliant scientist made an android that can travel out into space. The player 
controls that body with virtual reality. It is a way to go to the moon instead of in an 
airship or something else. 


6- A helpful map against confusing cityscapes. Place a dot where you want to go, then 
you go right there. A check mark appears after you have gotten all the things in a 
particular part of town. A list shows where all the things are like shops. You could scroll 
down that list and pick one to instantly visit. You are allowed to have a few questions 
answered if you are stuck at finding something in town. You are allowed to have a few 
things without having to look for them. So if you are looking for something you just can’t 
find, you can have it given to you, and three of those per town. 


7- Visit the graveyard for some tips. The ghosts there tell you of their past life and some 
of them allude to where their treasure was left behind. Maybe the whole thing is a ghost 
pirate ship. 


8- This type of “lost woods:” Follow the blue bird in the forest. The others will get you 
lost. There is a tree that tells you “now follow the red one.” So you follow the red bird. 
There is a massive tree in the middle of everything. A monkey greets you and informs 
you that you have to give him something. You do and he climbs high up and comes 
back down with your magic sword. 


9- Especially in an Adventure or RPG, some weird but cool enemies: A silver tree with 
swords as branches, and it holds a large gold shield. A zombie with rats climbing all 
over it. A kind of dragon ghost. A bunny with twisting horns and a mouth that opens 
sometimes, showing vicious teeth (especially right after you attack it.) A large skull with 
sharp teeth and blood dripping down them. Vampire that turns into a bat. A pumpkin 
head guy that throws his pumpkin head at you. When you strike a certain enemy with 
lighting, s/he raises their hands and just absorbs it (boosting their own power.) A flower 
that bobs its head around, makes a strange song, then bees rush in to protect it. 


10- There is a video game controller in certain areas of a game. It unlocks older games, 
mini games, simple one screen games, depending on the form of the controller. Like a 
joystick you find gives you an Atari 2600 game. A more NES looking controller gets you 
a more 8-bit game within a game. 


11- You can get coins or tokens for a fun area in a game. The more fun parts as such 
may only be done with tokens instead of coins. So along the way you get coins to buy 
equipment but the tokens involve the fun. 


12- A staff that produces snakes everywhere. They immediately go into any magical 
pots that are around and break them, allowing you to get what's inside. The top of them 
are too narrow to fit your hand through. 


13- You see a person in a cage above a high castle-like tower. S/he yells out “help, 
help!” So you decide to go in and save them. Maybe during the game you mysteriously 
lose a party member and find them later in that circumstance. 


14- Getting magical horse shoes that let your horse fly. 


15- If you feed the birds they will watch over you. If you feed certain animals in the 
game they will aid you. They’ll protect you, find things for you, things like that. 


16- Taking advantage of being turned into something else. Like if you are turned into a 
monkey it is not a total curse. Monkeys can reach areas in trees. 


17- Riding an elephant that has a hand at the tip of its trunk. It picks up things for you 
along the way. It is good to use to safely gather things. 


18- A “pray to” feature. You can pray to idols and maybe be rewarded from it. You could 
pray at a gravestone and something may happen. You could pray to a cross, to a 
painting, whatever. You may pray to the giant pumpkin and something might even 
happen. 


19- You choose who to worship in the game. It entails sigil necklaces each with their 
own power, rings that grant deity based power, being protected by your chosen one, 
prayers and tithes that help you throughout the game. Each deity has their own thing 
like a clan and a temple, idols, magic tools, each unique to them. Some deities you 
worship boost your defense, others, offense. Some are warriors. Others are mages. 
Each person in your party can worship their own deities but to reach full deity power you 
must all worship the same one. 


20- The players in the game can create new life- new creatures, beasts. They can 
create music for their particular area, or set what they want to play. They can also create 
new.. Magic, equipment, coins, physics, guarding creatures over their domain, new 
areas, and so on. 


21- Players in the online open world game can donate things they no longer want that 
other players might be needing. It might be a number ticket based thing. When your 


number is called up you can have four of anything. Might even be called at the time 
although you are somewhere completely different in the game. 


22- It has a simulated internet within the game. You go on computers to learn about the 
game life of the game, to learn about all sorts of things, have questions answered, pull 
up maps, ect. 


23- Sometimes things wash up on shore. Sometimes they fall from the sky. The people 
worshiping their gods cause it to happen. Monsters like to hide their treasure by burying 
it. You might even spy on them while they are doing so. When they leave you dig it up, 
or just randomly dig to find what they have buried. 


24- Just as an effect: if you stand right in front of a statue for very long it will open its 
eyes and say “will you leave me alone?” 


25- Different glasses to change the graphics in a game. The cartoon glasses make 
everything appear like cartoons, 2D glasses turn it all into 2D, monster glasses make it 
all look more wicked, and so on. Maybe some “interdimensional” glasses that make a 
“dark world” appear all around. The dark world has its own secrets and enemies take on 
a different form. And if you stare into the abyss the abyss stares back at you. So use 
them cautiously. 


26- A “Magisizer” in the game turns things into magic fluid for use in magic. You can put 
anything in it to make the magic fluid but the better the thing you put in the better the 
result, the more concentrated it is, the slower it depletes. 


27- After doing evil the people lost their “tree of life.” Slowly it grows old and dies. The 
gods say that not until the Chosen Hero succeeds will the tree of life return to them. 
S/he must go through heaven and hell before they may receive the seeds for a new 
tree. 


28- For a world-simulated “game,” you can choose your cultural style or make new 
ones. Goth, punk, Wiccan, Christian, or whatever you identify with the most. These are 
the basis of life for so many people. This would be a gathering kind of thing, in fact you 
can call ita gathering game. Something where you can meet and learn from your own 
type of people. 


29- You can send highly personalized letters. You can buy stickers in the game to 
include on them. You can buy stencils, designer paper, ink that glows, and so on. The 
participants in the game can go back and forth with them. 


30- You can hire people to draw something for you too and if you like it, you buy it. You 
could show off both your music and art, your poems, writings, mini games, or whatever 
else. It must be considered how a game’s economy is different from real world 
economies. What makes a thing worth buying within a game, and how is that money 
gotten? Obviously they are gotten in pretend ways. It would help if you could download 
something within a video game and print it, make it into physical form in various ways. 
Having a 3D printer to aid you in it. Maybe things like that will someday come into 
reality. 


30- Teaching real world things in the game. 


31- “Useless facts” or “fun facts” in the game. Such as in books here and there. Other 
little snippets of text like proverbs and short poetry. 


32- There is a binding spell that allows you to ride on beasts. You can’t traverse without 
taking control over the dragon of a cave. Until then you are stuck. 


33- You can throw in the hat and just decide to be evil in the game. First, you have to 
visit the garden of the forbidden fruit and eat from it. Then you are transformed to a 
character in the game intent on wrong doing. If you want to return to the Holy/Paladin 
state then you'll have to convince heaven that your ways have changed. Then there are 
The Gray Ones.. 


34- The day is very long but there are certain things you can do to make the time go by 
quicker, literally. Certain things you do speed up the clock. Maybe it is just drinking 
some coffee. 


35- Coffee and energy drinks to boost your vigor. Other drinks to put you at ease. 
Health drinks to raise HP. Strange concoctions to increase MP. A thing to increase 
focus, and so on. 


36- Clouds of different colors come together to form one color, and each color causes 
its own things to happen. 


37- A power to have the wind rise and carry you forward, going over any enemies on 
the ground. 


38- Your enemy taunts you. On your birthday a cake falls from the sky on top of you and 
your god-like enemy says “happy birthday!” On an april fools day you think you have the 
greatest treasure ever and it just disappears into thin air “april fools!” 


39- Magical stickers have a number of effects. If it is an RPG game then it can be 
images of captured beasts. They can just be number based. Numbers beside an image 
mean certain things. They can be move-around points, transporting. They can draw in 
or draw out. They could “holify” a place (make it an energy restoring room.) They could 
make a room that breaks a curse. 


40- You rent out wall space for advertising, such as posters you buy or create. Or you 
can graffiti on walls. Sometimes the gamer who owns that wall comes to it and sees it is 
splattered with graffiti. The gamer can set an image for a can. In other words they draw 
it out and the can always produces that image/word from then on. It can be reset too. 
Maybe paint is limited, they have to buy more cans from time to time. 


41- Each gamer has a flag according to just what they are in the game. Whatever class, 
culture they belong to, tribe, clan, ect., is all represented in a flag. It could be a crest, 
too, with symbols indicating it. These flags are on a person’s home, the crest at their 
door, and possibly other places. Each has a kingdom in the game, so like minded 
people can gather and work for each other, learn and fight for each other, and grow 
together. What they represent can be seen in their places, through art, fashion, music, 
lessons, and so on. The game could largely be about different cultures. Different 
professions too, whatever a person is akin to. 


42- A “Religions of the World” game where religion of all kinds are taught. Very books 
can be made. People in it post texts of their beliefs. These form into books for their 
religion, which can even be made into real world books if you have agreed to a public 
domain presentation. The topics can be broad: history, texts, primary tenants, most 
important books, books within the bible, teachings from particular figures, imagery, 
symbols, and so on. They are all organized as well as could be. You could perform a 
sermon. Technology is at a point where it can Al everything- speaker, text turned into 
realistic speech from an Al generated person. Just set up your church and give a daily 
lesson. 


RPG Games 
1- Having a glitched out screen at a game over. 


2- A bottle of pills fixes just about anything. The game has a lot of different types. They 
change your health, your status, power, ect. But coolest of all they slowly transform you 
into something else. So you take monster pills once every video game day and in time 
you become one. Just don’t overdose or it could kill you. 


3- There are four meteorites during the game. They each come during a blood moon. 
The first comes early in the game, the fourth when the game is nearly done. So 
throughout the game. The first is yellow (air) , the second green (earth) , the third red 
(fire) and the fourth blue (water.) By visiting these your magic power increases 
accordingly. 


4- You can get a remedy for a cheap cost. Or you can get a vaccine at a higher cost. 
The vaccines may be split into two doses. 


5- You can get a power boost under the stipulation that if you discontinue treatment you 
are left weaker than before. 


6- A second screen sort of thing. A square that shows things elsewhere or to flip 
between characters and what they are doing. Used maybe to look around, to call 
someone up, or to keep an eye on something. 


7- A King has lost his treasure of coins, coins very special to him, and they are found 
scattered throughout the game. The more you find for him the more he will reward you 
with special things. 


8- A twist in the story is that you have to die to travel to Hades in the ghost ship. Once in 
the depth of Hades you get something. Then you fight your way out from bottom to top. 


9- There is a switch in the game that changes the music. The character flips it, the 
music changes, then one says to the other, “I don’t think it does anything.” 


10- There is a “darken” spell that makes the random encounter more difficult than it 
normally is- a spell cast when grinding if you are wanting more exp points and those 
things. 


11- A “strange face” enemy encounter. It shifts around in five phases. First it is an 
ordinary face. After some attacks it grows horns, becomes more dangerous. Hit it a few 
more times and it gains elf ears, a little more dangerous. Then its nose becomes 
devil-like and eyes popping out. 


12- There is a person that needs your help. Their daughter is possessed and they are 
sure you can break the curse. After defeating the evil spirit that has taken over her you 
are rewarded. 


13- The airship you would use is cursed. There is a strange statue at the front of it. The 
airship came cheaply, the owner knew it was cursed, and said if you can beat the evil 
spirit statue then it’s yours. You have an airship already maybe, or something lesser, but 
this one is worth the fight- the difficult fight. 


14- At the end of a dungeon you get an impressive sword. There was a dead king ona 
throne holding it. You took it from his hand. Then you begin to leave the dungeon when 
you hear the words “you can’t take my sword,” and things like that, over and over. And 
just before you are about to leave the dungeon you see a kingly looking spirit blocking 
your way. If you are going to keep your nice sword you'll have to defeat him. 


15- A different way of getting magic: when you capture an enemy you can do much 
more than have it fight for you. You can gain spells from them too. You isolate the 
enemies you defeated and while you level up you get magic through them. Maybe 
magic level up if you want it that way. So if you capture a bee then you will gain maybe 
four spells, each better than the one before. Such as “sting,” “honey cure,” or whatever. 
Capturing a scorpion enemy gives you “Sting 2” perhaps. But you can only hold onto 
three or four captured creatures at a time. When you are done with them you can work 
on getting magic from other creatures. 


16- An air spell that fills the monster with so much air that it bursts. Works especially 
well when the monster's mouth is open. There is even a kind of enemy whose stomach 
is full of gold, and once bursted through the spell money flies everywhere, for you to 
take. 


17- A bridge of rectangles, one after another, of different colors, a hard bridge to pass 
because each rectangle is an encounter. The reward at the end is good though. 


18- Sometimes when you cast fire it burns off the flesh of an enemy but its skeleton 
keeps fighting, maybe a zombie thing. Sometimes when you cast an air burst a fighter 
loses its shield- or maybe a hat giving them power. There is a frankenstein on the 
playfield. Other enemies animate it with lightning. You strike it down and they bring it 
back to life for as long as you don’t defeat them. 


19- A grid for your path, like a checkerboard grid, which you can move left, right, 
backward, or forward onto. There are different paths to choose based on rows. If you go 
straight up and nothing more then you will have mastered one thing. If you go totally 
from left to right then you will have learned the rudimentaries of any given thing. If you 
complete the entire checker board then you will have mastered everything. If you 


master everything then you start over to make things of yourself yet more powerful like 
“Board: Level Two.” 


20- Every character has a light side, a dark side, and a gray side, which can be 
switched to at will. If you choose your character to be dark, then they are better at 
offensive magic. If you choose them to be light, defensive, and if gray they'll have a 
weaker amount of both. It’s an idea that can apply to things other than magic too. 


21- In either an RPG or Adventure game you can collect grave dust from a graveyard. It 
gives you death magic. Swamp water in a bottle gives you poison magic. Waterfall 
water in a bottle provides healing waters. And so on. 


22- Eight rings in the game reach their full potential after a while and then anyone that 
wears them, whatever character, can use its full power. 


23- A glove that breaks a curse. The only way to wield weapons that are cursed is by 
equipping it. 


24- You can use a shop’s sword if you give a portion of the money you gain from using 
it, in defeating monsters. 


25- Lots of money comes from monster parts. Sometimes its meat is valuable, 
sometimes its horns or tusks, and some things contain magical properties that are fully 
realized through a mage. There could be a “harvester” job class. The more the job class 
levels up the more you can identify the qualities of things and use them. 


26- A “right enemy” arrow that strikes at just the right one. 


27- During a random battle the whole environment can change. The enemies can take 
you to their realm- a graveyard if a ghost, a forest if a fairy or bird and so on. You can 
even stay in that strange place after the battle, needing to find your way out, but maybe 
finding something nice before you do. 


28- There is a special area that lets you level up and evolve your stats and talents. You 
can choose what to evolve there. Defense, attack power, magic power, new spells, 
strength, vigor, whatever you want can be your focus or if your focus is well rounded, 
that too. 


29- Instead of a “cursed” sword, one that is radioactive. It glows green, looks nice, 
practically a lightsaber. To be able to handle such things you need to take a potion that 
renders it powerless against you. 


30- A tower of gifts for those who level up. After leveling up it can be visited to receive 
surprise things. You just go up on an elevator (maybe a magic elevator thing if that suits 
the game better) and you can enter into the room of your level to receive certain things. 
Bonuses too perhaps, if you have done especially well. The items inside can also be 
adjusted to how the player likes to play the game. Maybe having eyed something they 
couldn't get, they find it there. 


31- Villages sometimes have a piano, or sometimes an organ, or harpsichord (just for 
variety) with sheet music beside it. The bard character sits and plays it, then learns a 
new musical power. 


32- Random battle enemies talk to you more and have more sound effects to them. 
Some make strange sounds, maybe demonic sounds, and sometimes talk to each other 
while you are fighting them. 


33- Traveling around in a better and better vehicle has always been a staple of JRPG 
games. Lesser to never used ideas include: a hot air balloon, a flying carpet, a flying 
elephant, a fire hooved horse (to draw from the movie Krull), a witches broom, pegasus 
boots, gaining wings, as for flying. As for ground movement, travel underground in the 
mouth of a giant sand worm. A magical kind of drill to travel under the earth. A thing that 
can jump so greatly as to jump right over mountains. Part the sea like Moses. There 
could be a king at some point who knows your cause and decides to help you with a 
bridge being built. The ground itself may be too dangerous to traverse, like a lake or 
river of lava, but with a special vehicle you can traverse. 


34- An “old age” spell that makes you old. You will walk around really slowly until you 
remedy it. Kind of like a poison spell that makes every move you make deplete HP, 
except it is just a thing that slows you down and makes your attacks weaker. 


35- A trumpet is used to call on summons. Each summon has their own melodic phrase. 
That is played automatically depending on what summon you call forth. 


36- You can combine characters during a battle to make yourselves more powerful. If hit 
enough you are separated back into regular form. It could be a temporary effect 
dependent on magic. Maybe you can become one with the monsters too, absorbing 
them in a magical way. 


37- In the game there is a singular “crown of light,” and whoever wears it glows with 
light. After each battle they gain twice as much experience, too. You can choose who 
wears it, but there is only one in the whole game. You can add to that a “crown of 
darkness” which doubles your defense. Then other types of crowns are possible too. 


38- There is an area of magic air. The wind can be seen there, it is of different colors. It 
is an area where you can level up without having to grind. Each color represents a stat 
that it increases. The red for the strength of a player. The blue for defense and like that. 


39- Leveling up comes from objectives instead. The more you do, sometimes by a 
certain percentage, levels you up. Level ups can come from a treasure chest or some 
such thing. The idea is that they come from something other than random battles. You 
might get money from enemies and after you have collected enough then you can just 
buy a level up. In fact you can skip level two and three if you have gotten enough 
money from defeating monsters, buying level four instead. | would say though that 
money for it can only come from defeating monsters. Call it monster money or 
something. 


40- There is a priest you visit and s/he goes over how well you are doing to determine if 
you should be awarded with.. 


41- There is a legend that a dragon stole a great book of magic from the greatest magis. 
If you can find and defeat that dragon then you will have gained that great book of 
spells. 


42- You also level up by slashing grass. It’s just that it is a really slow way to do so. 
Each grass you cut gives maybe just one experience point. You get a tiny bit of 
experience points from other things though, even from walking. 


43- The game moves forward from day to night, the next day, season, and in video 
game years your characters have birthdays and are rewarded for it. It could raise your 
“wisdom” stat, and it is the only thing that does. The wisdom stat makes you just a little 
bit better at everything. 


44- We all sometimes wonder: the characters are always in the same clothes. They 
never bathe, or use the restroom. The game can make jokes of this like having one 
NPC in a random place tell you “you stink! Ever heard of taking a bath?” or, “man, these 
clothes are getting dirty.” 


45- A yin yang thing where the black with white dot represents black magic power and 
the other white magic power. 


46- Towards the end of the game there is a meadow where a flute player plays different 
tunes. S/he conjures up different beasts/monsters throughout the game. It is a battle 
area for fighting everything before and up until then. 


47- \f you have a thief character in your party then they will automatically see what the 
monsters may drop. Just text at the top of the screen for example, as soon as the battle 
starts, which may read “has elixir’ or whatever else. 


48- The thief character can increase their chances of stealing- by percentage. So say it 
is a one percent drop, with leveling up that number increases to 5, 10, ect, percent. 


49- The thief element in a game evolves. After the thief has taken all of what a monster 
has, a new set of things appear, each better, but each with less likelinood of getting 
them. 


50- Drops and thieves go hand in hand in the game. You get better drops when you 
have a thief in your party, and, the more that are in your party, all the better. 


51- The thief based job can even steal souls. That is, if s/he has certain magical gloves. 
Serves as blue magic (magic that lets you take control over monsters having them 
serve you.) 


52- In a number of ways different jobs do the same thing, just in different ways. Like 
said above, that would be how a thief uses blue magic. A warrior/knight uses blue magic 
with a “tame” sword. A martial artist can grapple into submission. A Bard can take over 
the monster with just the right tune (and probably some experimentation involved in that 
to spice it up.) 


53- There is a wealth-based job class. When they level up they don’t gain extra HP and 
things like that. In your party they are rather fragile but worth having around, because 
when they level up their salary increases. Salary is automatic such as every 20 video 
game days. 


54- Some Level-Up Ideas: “Ability” has its own experience points. Maybe even a 
number of things have their own experience points. Not just for “level up.” But ability 
leveling up gives you a new ability each time it does. Spell gives you a new spell each 
time that levels up. Gift gets you a new gift each time that levels up. Just a sudden 


surprise, it levels up and you get a cool thing. Salary levels up and you get a chunk of 
money. Halfway through leveling up you always get a gift, such as an Elixir. Depending 
on the level you are halfway towards getting, the gift gets better and better. 


Fighting Games 


1- The last battle in the game is against your own self, your “evil self’ or something like 
that. And the Al knows your every move so it really is like fighting yourself. 


2- A randomly made character to fight. Four different pieces are put together in its body 
from a lot of different things, so there’s no telling exactly what that will be until you get 
there. Maybe it is made up of the four characters you had the hardest time beating. 


3- A street fighter type fighting game has things like strong punch, weak punch, strong 
kick, weak kick. A wrestling game should instead have a “grab” button, a “throw” button, 
a “spin” button,” a “counter” button, a “lunge” button, a “pull” button, and a “push” button. 
It makes more sense and makes the game control as it should. There might be a quick 
button press pressing over and over again quickly to break free. If you hold down a 
button like in a boost style then any given move would be more powerful. You can store 
those in fact. So, the more buttons you boost the stronger your moves. Also, when on 
the pole about to land on the other player you can boost your power before you drop 
down on him or her. You could also set special moves, storing them away. Like in Street 
Fighter 2 when you do a combination of buttons it gives you a fireball move or whatever 
else, in a wrestling game you could do the button combo and hit the “store” button. 
When that “store” button is pressed again it will initiate that special move. Finally, you 
charge a button so you can more strongly rush towards your opponent while the other 
player may be boosting their block button. 


4- Create your fighter. Choose a suit, appearance, accessories, powers, martial art 
style, and so on. Some of these might be won during the game/ gotten with money from 
winning a tournament. 


5- The final level is set in hell and is against Satan himself. The red devil type with 
horns, red cloak, and tail. The boss before him is a warrior goat (Baphomet type) 
enemy. In fact the whole game is set against the major demons- Lilith, Samael, 
Abaddon, whatever you want. If Lilith then it is a serpent tree setting type of thing that 
resembles her in the Garden of Eden. If Abaddon then in the abyss, as his legend goes. 
The demons themselves appear just as they are said to (Mammon is a fat belly 
elephant on two legs, Leviathan is a water dragon.) Aspects from other demons could 
be included to go against the player, just not as those literally fought against- like the 


appearance of Beezlebub. Maybe the concept is that you are trying to rule over hell as a 
demon yourself, according to the demon you choose to play as. And then whatever 
small detail like the Devil has a pitchfork, sigils being used, and so on. 


6- The fighter can leave their body and become a ghost. On the playfield the body stays 
there on its back while the fight continues as or against a ghost. The player can re enter 
their body too if they want. Instead of becoming a ghost you could become an angel or 
Devil-looking demon. 


7- Just when you were about to defeat the last boss it turns from a human to an alien. 
Its alien form is much more formidable. 


8- There are phases to a fight. The first fight is bare knuckle. The second round allows 
for powerups (like fireball attacks or special attacks) and the third, if the round gets 
there, is a weapon based fight. 


9- There is a setting for either three rounds or four. Four rounds could lead to a tie 
breaker. The player has these options before they begin the game. 


10- When you defeat an opponent you may take one of their powers. You choose which 
one. 


11- Background and environment ideas: There is a werewolf character and a growing 
moon in the background. When the moon in the background becomes full then the 
fighter changes into a werewolf. If the vampire fighter gets your blood it grows in power. 
If you uppercut the vampire into the blood pit below it will only gain in power. It will fly 
back up to the top as a bat. Water below will short circuit an android like fighter. A 
lightning using character gains more power through background lightning. A skeletal 
fighter fights in a graveyard, and skeletons come up to help him. But if you are a ghost 
character it goes against the skeleton, as ghosts come up instead. 


12- Every fighter has their main enemy. For example a vampire hunter goes against the 
vampire better. But the vampire fighter goes against something else better. Like a rock 
paper scissors thing. An android is weak against a fighter with lightning-like power. One 
fighter can have a sword, another a shield. Could be an energy shield. Could be 
invulnerable to them. 


Sports Games 


1- A game called “bowling alley.” It has bowling, an arcade room, a pool table, and 
maybe a pong or foosball table. 


2- Enhanced basketball (after all video games don’t have to be exactly the same as the 
sport. Final Fantasy 10 has underwater soccer after all.) But there is a triangle of 
baskets instead of one. One on the lower left, the lower right, for two points and a high 
middle one for four points. 


3- Remember that video game sport games do not have to be just like the actual sport. 
You can go either way but feel free to be innovative when changing aspects of the 
actual sport within a video game. Like “Mutant League Football,” which is (American) 
football set in the future. Or the many ways the Mario franchise mixes things up and 
changes them. 


4- Having the game switchable from overhead, first person perspective, or to look into 
the eyes of different players (from one to five different ones- in a set of screens.) If ina 
football game you have the eyes of the quarterback and the major players if you want 
them. There could be an eye icon that means “I see you.” Or it can be closed meaning “I 
can’t see you right now.” Then there are one to three stars that come up on the screens. 
One star means “possibly caught,” two means “likely caught,” and three means “very 
likely caught.” These icons can appear above the player in a football game. Other icons 
can be added to the whole thing. 


5- In a baseball game you can get the thought of the hitter in a bubble. The words 
“curve ball,” or “fast ball” come up. Sometimes the hitter doesn’t know- most of the time 
in fact, and “?” comes up. 


6- A very highly complex fishing game. Call it “Ocean Fishing.” There are a very large 
amount of different fish and sea life in the game to catch.. With nets, poles, cages. Or 
the idea can be inside an adventure game. One that makes the ocean a more 
game-valuable place. Could include Atlantas and ship wrecks, oysters with pearls, and 
treasure that is defined as video game treasure. Like a black pearl for a black magic 
wand. 


7- Having a limited number of powerups that slows things down. That gives you time to 
think. For every play in a football game the quarterback can see a still image. Just one. 
When he wants it. 


8- In an (American) football game the quarterback is given sound effects to indicate 
where open players are. Then you fire your ball into that direction. You might add to that 
that when the sound effect is louder it is even more likely to hit its mark. 


9- Also in a football game when you become the receiver with the ball it goes into a 
larger character screen. That will give you a better idea of how to maneuver around as 
opposed to seeing small characters and hence small details. 


10- And in a football game the players can have all of their own colors. While in regular 
football games the players all have a team suit in a video game it is more helpful when 
the helmets at least are each their own colors. Either that or represented by numbers 
which is fine too. But the color can be added to the number to indicate the best action to 
take. Such as hearing or seeing “blue number 12” the color means something and the 
number is the player. You know which number is the best option, they are known as 
better or worse than the other players. But color can indicate things such as the 
likelihood of success. Green can mean they have good field control, they can run far. 
While blue can mean they are likely to catch the ball, and so on. The colors can be 
represented by lines across the field. 


11- Then in a football game there can be five squares on the upper part of the screen 
that shows player number and what area of the field they are in. The upper part of the 
screen can be a grid/square based representation of where everything is. 


Racing Games 


1- The vehicle that can run over any of the others, it has large spiked tires, maybe that’s 
a powerup. Other powerups: a power up that lets you bounce/leap over the other 
vehicles, one that lets you leap to the left or right, one that lets you ghost through other 
players and so on. 


2- You can flip your vehicle to make it something else. Or, if you get flipped over your 
vehicle changes to a different one. 


3- You can raise a bar to touch an upper energy boosting wire. It recharges you but 
slows you down. If you avoid getting hit then you don’t need it. 


4- One powerup is a square that recharges you and only you. You place that square 
anywhere you want to on the track. 


5- There is a powerup giving square that works randomly. You have a 50/50 chance it 
will give you a powerup but a 50/50 chance it'll give it to another player. You don’t have 
to drive over it. It makes the game more fun when you suddenly get a power up knowing 
that someone else messed up. 


6- A “star wheel” powerup. It makes your tires into turning stars and any one that gets it 
your way will be damaged. 


7- A cloud powerup lets you fly above momentarily. Maybe you can also send down rain 
and lightning in some way. 


8- An area of fog that is difficult to see through. A darker area and you always need to 
fetch the lights before getting there. Needing to pick up a thing right before an area so 
it'll be easier on you. Like a wheel powerup right before a slicky area. 


9- A competition or mini game before the races start. Those that do the best will be able 
to choose from the best vehicles. 


10- A kart game based on different animals. The elephant can drive all over people 
although it is slow. The bird can fly to an extent. The monkey can pull off tricks. The 
cheetah is super fast. The mouse is good at evading things. The dog is well rounded. 
The cat can cling to side walls and leaps around. Call it “Animal Race.” 


11- You have a team of racers that you help out. Teams against teams. Color against 
color. Blue versus green. Your objective is to help your fellow racers and attack the 
other ones together. 


12- You have two or three additional vehicles on the side lines. You'll lose time by 
stopping and getting into one of them but it can be helpful. 


13- F Zero has your energy raised by driving over an energy field. My idea is to 
transform/upgrade your car that way instead. So by driving over it your vehicle gets 
larger and stronger, faster, ect. 


14- A powerup that turns your vehicle into a ball, when you activate it, so you can get 
through a narrow area, a short cut. Or use it to move around easier and faster, 
temporarily. 


15- In a Kart like racer you can get puzzle pieces, needing four before you get a really 
good powerup. 


16- Normally first to third place wins and fourth and so on does not. However if you get 
the trophy powerup you will qualify with fourth place. 


17- In a Kart game you could have a ghost drive for you, if you are losing then it might 
be helpful. The ghost is really good at driving. Sometimes it stands on the sidelines 
waiting. Sometimes it doesn’t appear at all. If it does appear it is usually because you 
are losing. But if you happen to see it and are losing you can stop beside it and it'll take 
over. 


18- During the final lap fire appears on the sidelines of the road- that harms the drivers 
who touch it. The final lap provides two points instead of one. New things appear, and 
things like that. 


19- There is a thing that should not be made contact with because if you do it will affect 
every racer in the game, in a bad way. Or maybe it positively affects every racer but 
you, making them all faster while it has made you slow. All of a sudden your speed 
boosts and you just know some fool wasn't paying attention. 


20- There is a cube brick that comes apart after being hit a few times. If hit the first few 
times it starts to break apart but makes you crash if you do. The final hit though makes 
a special powerup appear for that one last (and good instead of bad) contact. 


21- You shoot a gun at a brick that’s ahead of you to reveal a powerup. The trick is that 
it must be a special gun power. Maybe one charged up. Like in F-Zero fashion where 
you drive over an area to gain power. Once your gun is fully charged you can shoot that 
cube brick to get a powerup. There are four such cubes though- each with their own 
random things. Those cubes can be all the same if you want, or there can be one that 
requires an especially high level gun power. So not until the gun the player has is fully 
charged (more than normal) can they strike it and get a powerup from it. 


22- There are two possible courses in the same track. You are randomly sent to one or 
another. There is a thing you drive by which randomly places you on one track or its 
neighboring track. Sort of like a Y switch. 


23- There is a ramp that lands you right onto a better vehicle, if it hasn’t been taken yet 
by another player. Maybe two of those for a little better a chance for everyone. It is a 
tricky ramp to cross. You have to be at full speed, otherwise you will fall into a pit. 


24- You can choose from a positively giving powerup block to drive through or a 
possible power up giving block. The first will certainly give you something, but the better 
power ups are reserved for chance. 


25- Everyone gets a free powerup during the last lap. Should be something nice and all 
players get the same thing. Would be better if it was a special powerup, special 
because it is the only time you get them in the game. 


26- The players can set booby traps. In fact some deceptively look like powerups. Like 
the poison mushroom versus the powerup mushroom sort of idea. Traps can be set, 
some which the player is vulnerable towards too, or not. 


27- The player can hide their power ups. Ever play Mario Kart and think you wish you 
had that later? In this game you can hide them invisibly to all the other players except 
yourself. The track has kinds of spots characters don’t normally go across. Some are 
too out of the way. And maybe that hidden powerup could be out of the way. It would be 
both good and bad- slows you down but gives you something you might really need. 


28- Armatures on the vehicles such as punching mechanisms, grappling, spikes, wind 
gusts that push away, electric fields shock and drain other driver’s energy, and an 
energy dome that gets larger pushing everything away in a circumference. There are 
power ups in the game and these as well, tools. As a prize the tools may only be 
available during the second half of the race. 


29- You can drop tire spikes. They may be in on and off fashion (spikes go 
up-down-up-down.) 


30- You can drop a false powerup square. Those that drive over it think they are getting 
a power up, but they get nothing! 


31- The last lap is the longest but has double the power ups. 


32- A weapon that freezes the other racers. Can also be used to make slippery areas. 
Can also be used to freeze weapons against you from hitting you, if you have good 
timing, like those things coming towards you. 


33- The game has “job classes” in a racing sort of way. The mage racer has magic 
power, the warrior racer has weaponized cars, the enchanter can cause strange effects 
helpful to him or her, and the summoner can call on help. 


Gambling Games | don’t have a lot of ideas here but the ideas here are sure to 
have you make the best gambling game that has ever been! 


1- A “set your chances” game | thought up once. There is a grid of bars. The upper part 
gives you the most points, only at the lowest percentage to get them. The middle is 
average and the lower gives you the least points but with the most likely chance to get 
them. You have so many to choose from trying to get the most points. 


2- A gambling game and slots or even if you are just making an LCD based slot game: 
you can put money into the three bars instead of just over all. The more change you put 
into each raises your chances of winning more. For an idea: mixing poker with slots. 
You have five cards shown on the lot machine (five bars.) Such a thing can be pretty 
complex but the aim is to get the best hand you can. In a video game sense you can 
take what you got on that machine and use it when playing poker in another area in a 
game. You can “store” the hand you got at those slots and use them on the poker table 
at any time. 


3- You can win “luck coins” sometimes. Say you are playing the slots and a blue coin 
comes out- a less common thing, it's a lucky coin and if you bet with it you have higher 
chances of winning. 


4- There is a vending machine that produces tokens. You put 50 cents into it and geta 
random thing. If you get a horse token you can bet on that horse. The gambling game 
uses a horse race that way. If you get a deck of cards then you can play a free round of 
poker or blackjack. You might find a memory game deck of cards or some sort of card 
game. You could get a magical coin. You could get a lucky coin. You can get a token to 
play any board game. If you get all of the chess pieces you can then play chess from 
then on. Get all of the pool balls and there you go, you can play pool from then on. 
There can be more than just a vending machine that gives you all of it. There can be 
special machines that produce them instead of coins. Like a set of tokens coming out of 
a slot machine. | would say those are less likely to win but if you do you get more of 
them at once. 


5- There are a set of arcade machines with games you can play, per coin. 


6- The game paces things out with video game time. Early in the day one thing, later, 
another. Sometimes a thing only happens once every few days. However the game 
could be set in a Las Vegas style like city. The player can adventure around and look for 
what they want exactly. Flyers and things can help them around. Things that say what’s 


going on and where. Some places are more advanced containing the more difficult or 
less commonly known games like “hearts,” or “rummy.” 


7- Maybe you can cheat in the game but if you are caught there’s hell to pay! 


8- The game can be very two player friendly. Whether in competition or helping each 
other out. With a whole online world of people going round. You could get a high quality 
suit- one the other players know was expensive. You could even become successful 
enough to buy a casino or create a new one. That would be one end objective. A 
problem of regular gambling games is that the money you win isn’t worth anything. It is 
video game money. You only imagine you won a lot of money. But where that money 
goes, my idea makes it worth something. If you have gained access to any game then 
you may invite other players who haven't earned it yet. Like they can’t play (this) game 
because they haven't gotten it yet, but in the online world of it if you have won it then 
you may invite another to play it with you. 


9- With what all is possible: dominoes, bingo, roulette, poker, black jack, hearts, rummy, 
crazy eights, which are all gambling games, the game doesn’t have to be limited to 
those. They could have parts and pieces apart like “connect four,” or “battleship.” That 
is, ina non copyright infringing way. 


10- Winning = experience points, and the more you gain the better your chances are at 
winning the more difficult games. There are tables of professional players that are hard 
to beat at first, but as you level up you can then face them with greater success. Each 
game within this game would provide you a certain amount of experience points if you 
win. If you win an easy game, not so much, if you win a difficult game, you get more 
experience points. 


11- In an online setting you can invent a game. You set out the rules, how to play, and 
then it is available to all the other gamers. A set up configuration would be required by 
the programmer. It could be a video game that possibly produces some great card 
games. Could also be a board game based thing. And it can all be graphically 
customized and promoted. The player who makes the game would love it to be popular. 


12- Including a fortune teller thing. They tell you your lucky numbers and places. They 
might say about what time of the day you are more likely to win big (so the player knows 
when to bet big.) The game might have some imposter fortune tellers, while others are 
very dependable. So visit the right psychic, or put a quarter into the fortune telling 
machine. 


Simulation Games 


1- A true city simulator is based on real cities. From New York to Hong Kong, you build 
upon what is already there. You can go in the past of a city too and see just how 
different things turned out when you get to modern times. 


2- A very future based city maker that includes all sorts of new tech. You could have 
settings like “cyberpunk” or “alien contact.” 


3- In a city maker you can include theaters and concerts. The better your city is, the 
transportation, its attraction, brings in the best talent. Or the best sports team if you 
invest heavily on a stadium. 


4- You control the laws in the city. You give rights too. You come up with regulations and 
things that bring fines. You can be the judge and jury in the game and the authority 
behind it. It could involve detective work. So you do things like put up cameras, form 
teams, and ask around. You can choose what to focus on, whether a small crime or a 
really bad one. 


5- You take an occupation in the game and depending on how many are playing you are 
sometimes needed. You could choose from a set of occupations that help bring the 
whole game together. 


6- Putting a college/ university in a game makes job performance better. Putting money 
towards the educational system, too. They are all more competent overall because of it. 


7- You can invest in things that lessen the impact of natural disasters or “preventatives” 
of all kinds. By contrast you can invest. Buying good equipment, things that last, pays 
off. 


8- A war simulation. Battleship, Risk, War card game, Chess, all in one. A game where 
you try to keep good tithes with other nations, gaining allies, hiding secrets like a major 
new bomb, investing in the military, designing new machinery, until you are confident 
enough to wage war and conquer. Along the way some sacrifices must be made. You 
must find out what works well and what doesn't. You can set agendas too. Maybe your 
objective is to overthrow a dictator. Produce propaganda to help you. Recruit and build 
your army and so on. | have made an entire book on the premise of becoming the 
Antichrist in my book “My Antichrist Game or Movie,” if that isn’t objectionable to you. 


9- A wealth gaining based game. Kind of like Monopoly but truly better and more robust 
as only a video game can do. Board games can only allow for so much. Always 
remember the video game versions of these things can do so much more. They don't 
have to be literal translations. A real board game video game is more like “Mario Party.” 
You have the hotel be built. You don’t just place the plastic piece there and say “it’s 
built.” You get money for people riding the railroads. You not only control the utilities but 
you decide what kind of energy they receive (gas, water, wind, solar.) You have more 
cards than just “chance,” and “community chest.” Your character token isn’t a car or dog 
but an image of yourself. These are just examples of how Monopoly would translate into 
a game. You can post things online through it too. 


Strategy Games 
Beat ‘em up Games 


1- Licenses that | haven’t seen in a beat 'em up game, but would be nice: Zelda: the 
game starts with Link pulling up the master sword from its stone. Then with sword, 
shield, and a little magic he fights forward against typical Zelda foes. Then there are 
marvel super heroes, Star Wars ideas out there for a beat ‘em up. Perhaps some DC 
ideas. Horror movie figures without a beat ‘em up game and so on. 


2- In a kind of Golden Ax beat ‘em up you have a limited stun power. You can’t ride on 
beasts until you stun them. 


3- Riding a dragon to an upper level changes your path and is preferable, if you can 
manage to ride on it, which is not so straightforward. 


4- A special level where things aren’t so much beat ‘em up based as arena based. You 
enter onto the mat to fight in a sort of wrestling or kickboxing way. Or maybe the bosses 
can be fought in a fighting game way instead, in mixing a genre, like in Street 
Fighter/Mortal Kombat. 


5- Be aware of the fighter with a knife, if he strikes you it is an immediate game over. 


6- You can call on two shadows of yourself as a special power within the game. They 
fight for you via Al for a limited amount of time. 


7- There is a special “steal” button in the game. You wear down your enemy to have 
better chances at stealing from him. If s/he is defeated then you just take. Among the 


things you can steal depends on the style of the game, knives, wands, weaponry, but 
more imaginatively a leather jacket that raises your defense. 


8- A bar fight scene. Fight with pool cues, glasses and bottles, against a motorcycle 
gang, then steal one of their motorcycles. 


9- Power Ups like move around faster, become more strong, create a shadow of your 
character, jump higher and dive down, rush forward and pounce, and hit harder. 


10- In a fantasy (Golden Ax like) style: having gauntlets for magical punches (imagine a 
fire boom), a sword in stone (maybe you can only lift the sword if you have the gauntlet), 
various magical wands, a powerup that makes you like Titan (a giant) with earthquaking 
power. Calling on summons during this kind of beat ‘em up. You can take the armor and 
cloaks and things to transform your player. In two player mode there are experience 
points so the player who beats the most enemies gets the most level ups. You can have 
an Al based second or third player. 


11- You have a number of characters to fight as. Each of them has their own 
“invulnerability” element. One is invulnerable to fire, another to ice, and lightning, ect. 


Shooters 


1- Space Invaders with a little more to it. After all the ships on the screen are shot down 
then larger and more difficult ones appear and things like that. Maybe circular going 
now or with lasers added, for example. 


2- You must get to the end of the level before time runs out. There is a helicopter at the 
end of the level that will only wait so long. 


3- A first person shooter where the player also puts on virtual reality to fight, making 
things more like a contra game. You control an alien body or an android or something 
like that. 


4- In a Spy Hunter (NES) kind of racer: you have bullet powerups and rocket/missile 
power ups. You can shoot down a helicopter trying to shoot you down if you catch a 
certain powerup, or else must survive its onslaught. When you go into the diesel truck 
you come out with a number of special things. You choose which truck you will go into. 
That way you choose a car that does particular things. Power Ups include homing 
missiles, spread shots, rockets, ahead-going bombs, backward going oil slicks, speed 
boosts, and momentary invicibility. You are also allowed to call on a helicopter to help 


you, once in every level. Sometimes a tank beside a road helps you. There are road 
blocks you must blast through. It is a whole set of ideas for a new “Spy Hunter” game. 


5- Things in a transformer and mech fashion. There are rocket attachments to collect 
while fighting, different guns to get- like a four beam laser. It can be very gun centered. 
Having a boost button to shoot harder. You could have a hookshot to bring your 
opponent right to you. There is a magnetic area of the playfield. If you manage to get 
your opponent on top of it they are basically frozen there. Getting out is sluggish. But if 
you have rocket power then that is more easy to do. The very center is a pit you must 
not get on top of. You have a power up to blast in a continual circle. You can rain down 
rockets on everyone. You can select among a few choices as to what powers you start 
with, buying more if you win and as the game continues. There is a race, flying, and 
arena mode. 


Metroidvania Games 


1- For an additional energy bar or greater magic, those kinds of things, there are hidden 
spheres of different colors. Green magic, blue power, red energy, things like that. Once 
you find them you just jump inside. You see a kind of thing like electricity flowing around 
and that thing is added to or enhanced. 


2- Before you can enter into The Great Cathedral, the last area of the game, there is a 
hall of angelic idols, 8, maybe 12 of them, that must be brought back to life and sent 
back to heaven. To do so you need the 8 magic balls which are placed in their hands 
one after another, in any order. 


3- Instead of being an alien hunter (Samus) or a vampire hunter (Simon) hunting... 


4- With an evil ritual the antichrist was born. It grew up, came into power, became a 
wicked ruler. You began as a priest and made yourself into a “warrior priest” that has set 
out to undo the evil rule of the Devil's Son. 


5- The setting is that you were abandoned on a harsh planet and are trying to find your 
way out. 


6- Maybe it is in a Myst style. You are always looking for clues. Something is leading 
you on. You are in a mysterious place and the more you learn the more the world opens 
itself up to you. 


7- The last area that you enter into is “the devil's mouth.” It is like a devil’s head with its 
mouth closed until you beat the rest of the game. When you have gotten everything 
done then that mouth opens and you go into the belly of hell. 


8- At the start of a game you see a demonic statue. Slowly throughout the game it 
changes form. It represents something new and better, something Holy. The demonic 
statues’ bat wings change to bird wings. The horns change to a halo. It goes from black 
to white. Its blood tears change into water tears, and at last the tears are gone. 


9- You have safe passage through so long as you do not hit or attack anything, in 
certain areas at least. If you do then trouble will double! 


10- In an online setting there are enemies that you can play as. | once saw a Super 
Mario World hack where the second player can control the enemies. This could be done 
in certain ways in all kinds of genres of games. 


11- Whole body transformations are required to go to certain places. You have to have 
gained the body of an angel for an upper heavenly area. The body of a devil for the 
game’s hell area. The swamp thing for the swamps, a fairy in its realm, a ghostly spirit 
for the graveyard and so on. 


12- Here are some enemy ideas: a jester that fools around with you. S/he taunts you 
throughout the game, always managing to escape. But a “stay still” weapon finally 
allows you to defeat it. A dirt cloud enemy. Vaguely a spirit. They are especially 
prevalent in a dusty region. Could be a graveyard area. A skeleton throws its head at 
you which is full of needle spikes. 


13- “Death Falls” is an area with a large skull that has a waterfall coming from its mouth. 


14- There are antanas that show electricity around it. That can serve different purposes: 
it could energize you, it can have either the ill or good effect of making you something 
different. It could either harm or help you. Could be a transport or save point. It is like a 
tesla coil sort of thing. The electricity could be of different colors so the player knows 
what it does. 


15- In ball form you can drill, make yourself a kind of bullet, lay egg like things that bring 
helpful life, go into the water all you want, become a kind of saw, have spikes to let you 
climb walls, swing on certain things, and integrate into a sphere-wheel like vehicle. 


16- Tossing the right thing into the mouth of a large skull gains you entrance. Until then 
you are blocked from proceeding. Could be a monster skull too. Could be different 
looking skulls each requiring you to shoot or toss something into its mouth. 


17- There is a pool of lava that you can only cross with an ice beam. The thing is you 
have to point and shoot into it for over a minute before it all becomes ice. 


18- There is a power that grows over time. Represented as an orb. The further you go in 
the game the more power it emits. You can take its power at any time. And there might 
be a number of these. But if you are going to beat the game you are going to need the 
most power possible. 


19- You collect power packs for a new suit. You cannot use it until all of the packs are 
placed in. 


20- There is a lot of customization to your power suit. Lots of attachments, and you are 
kind of like an electrician/ mechanic in the game adjusting the wires just right, and the 
electronic components- the magical futuristic ones. Electronic parts in a video game 
sense over a real world sense- easier to learn, connect, and put to use. Like “generate 
more power towards” based on your power availability. “Save reserve power towards,” 
use power ups in the game for (this), and so on. 


Any Genre or Almost Any Genre As Well As “Others” 


1- Possible enemies: give something wings, something that hasn’t been given to them 
before. For example, skulls have had wings in games. Even large eyeballs have been 
given them. What would you give wings? 


2- Getting soundtracks from previous games in the series and the current game as well. 
So, instead of playing the game you might play the music instead. 


3- Randomizers are popular among gamers even though actual game makers don't 
ever make them. A lot can be learned about what gamers want with the games they 
make themselves- such as randomizers. A randomizer takes every little thing in the 
game and shuffles them up. It gives you certain objectives like “collect all of this,” and 
“defeat these” to beat the game. 


4- Here’s a funny idea: a pac man game except instead of the yellow pac man a big 
head. Just a big human head that gobles up the dots. Instead of some ghosts chasing 
you other human heads do. One an angry head, kind of more aggressive, one more shy 


perhaps, another slow and dumb looking, then the smart one (of course he’s wearing 
glasses) to include. 


5- You are against gods. You are trying to become the ultimate god. You have gods to 
defeat in the game- like eight of them maybe similar to Mega Man. The rain god, the fire 
god, earth god, ect. And when they are all defeated then you defeat the central god 
(Zeus perhaps) to take over the entire world as the highest and ultimate god. 


6- An enemy spider that has spears for legs. 


7- Stay away from nests, especially dragon ones, or you'll be attacked by their mother. 
Try to avoid hives. Some animals have rabies, certainly avoid them. Never bump into a 
grave. Avoid the festering corpse that has The Plague and so on. 


8- A buying system that combines colors. You have the main colors: red, yellow, blue, 
as coins. Even though the item you are buying isn’t red, the cost is a red coin (of a 
certain amount of them.) Then there are the purple products- they cost a red plus a blue 
coin also of a certain amount, balanced. 


9- There are games in which you are changed to something else: like a pig in the NES 
game Willow, an eggplant in Kid Icarus, or an imp/pig in Final Fantasy. How would you 
use the idea? 


10- When you are about to die, when your energy level is nearly depleted, you hear a 
heartbeat sound and things all around get big/small/big/small. You have to stand still to 
recover. 


11- A “toy master” job class or character from whatever genre. They use: dice, kazoos, 
toy musical instruments, balloons, action figures, dolls, complete puzzles while finding 
different pieces, ride in hot wheel locking vehicles (the imaginative kind), and improve 
health and stats with candy. The dice can involve a lucky throw for a certain power, the 
dolls can become animated to help you. A dragon toy can come to life and fly you 
around. Completing a puzzle gets you a treasure. Hot wheel looking cars just look cool 
to ride with. The weapons for the character can be things like sling shots, boomerangs, 
and magic bouncing balls. 


12- A scythe like the one death has, as a weapon. It moves around like a boomerang. 
Maybe it causes death on those it hits. 


13- Different color ideas are always a good way to go. To have different color arrows, 
different color powerups, different color coins, different color suits, different color 
potions, and so on and so on. 


14- There is a field of flowers in the game and while you cross it fairies appear from all 
over the place. Crossing past it for a while you find yourself in a really strange but 
wonderful place- a place different from the rest of the game. 


15- The energy/magical recovery area is through a pipe smoking shaman. He offers you 
his pipe and you smoke together for a moment. 


16- Just by crossing flowers you gain a scent that wards off enemies. If you cross a 
swamp though it will attract enemies. 


17- A save point can be a gravestone. Like in a platforming game, once you reach the 
gravestone it serves as a halfway point, a place you return from after you die. 


18- Hands stick up from out of the earth, warning you to not move. When they go back 
to the ground, move. When they are above, stop. Trees with faces and eyes that you 
must only move forward when their eyes are closed. Things like that. 


19- Acid spewing dragon. Skull head spewing acid. Zombies turning into toxic puddles. 
Skull head with laser eyes. 


20- Not quite a centaur but one without the head. A headless horseman centaur. It 
throws heads at you. 


21- It rains spears. 
22- Awand that shoots out crystal shards. 


23- A boosting power for a sword (activated by holding down a button) causes a 
powerful light to cover the screen. It destroys enemies but also has an effect on your 
own health. 


24- Auction off your stuff. Having a gang of traders instead of trading at shops, having 
your items improved with gems. Although it doesn’t improve your weapon it sells better. 
Gathering special wood to sell to carpenters or special food for restaurants. Selling to 
black smiths. Things rise in value over time. Seeing a list of what non playable 
characters like so that you know what you can find to sell them. Having a large number 


of shops, each which buys certain things from you, such as books. And shopping 
around because some places pay more than others. 


25- Things of gambling: a lotto scratcher. They can be based on previous games. Like if 
it was with Final Fantasy could include summons. Maybe you could only use those 
cards during a battle. You have dozens of the things and once in a while they are a 
great help. The scratchers could be split up into: money, summons, weapons, items, 
treasure, so you can buy what you want a chance at getting. You might find a street side 
gambler with dice or cards or other things. Maybe each town has their own kind. One 
town has a dice guy and another a black jack thing. There can be raffle tickets too. The 
more you do to help others in the game the more tickets you are gifted. 


26- A crystal ball that has a skull inside. It is like a medusa thing but that instead of her 
head. If you look at it you will turn into a skeleton. Maybe it can be a weapon. 


27- A game can have a speed running setting, a randomizer setting (everything totally 
mixed up with free roaming and certain objectives), a full story or abridged story setting, 
choice of a main weapon before you start playing (imagine Ryu from Ninja Gaiden using 
a whip instead of a sword, for a rough example.) And even a ROM hack mode sort of 
thing. The speed running settings could include: complete game, time limit, levels of 
difficulty, certain rules in place like a “no hit run,” and the game can post records from 
people all over. 


28- What does the game do when you leave it on overnight? Some games have things 
occurring all the while. You set options for what you want the characters to do while you 
are away and return with a surprise. How would you use that idea? You could get hard 
to obtain experience orbs that you can level up with while you, yourself, are resting. You 
can have something to cook. Some magic potion or something cooking in a pot. When 
you wake up and start playing again it'll be finished. Or, you could have a weapon 
recharging. 


29- Going about it wickedly in some ways. Instead of “Greek god” summons, having 
literal demons from the Chrstian pantheon. Having a demon job class. Being the 
merciless king in the game always struggling to maintain his/her power. Including 
demonic idols. If you want more ideas on how to create these kinds of games see my 
book “My Antichrist Game Or Movie,” a thick book covering all those kinds of ideas 
under my name “Lucifer Jeremy White.” It is a FREE ebook and in the public domain, 
just like this one! 


Then there are other books of mine under the name Adam Jeremy Capps. “The Game 
Makers Bible,” “The New Video Game Idea Book,” and “Making Great Video Games,” all 
free and in the public domain. | am here to help. 


30- A skeleton that you give food to and when you do it eats it, then something else 
comes out of the other end, something better than before. It could be a sitting skeleton 
that you put something (not just food) into its hands. Or in a racing game you just drive 
through the skull and come out of it with something better. Then, there could be a giant 
skeleton that picks you up and eats you, for better or worse. 


31- Adeath swamp where ghost heads pop up like bubbles. 


32- If a giant monster's head licks you then you will transform into something strange. In 
a beat ‘em up it could be in the background. In a racing game a sort of obstacle on the 
side of the track, in an RPG just an annoying thing and so on. | believe the idea has 
been used in RPG games. 


33- An enemy made up of lightning bolts- like the edged S shape ones. He throws them 
out from his own body. 


34: As food for thought: Emergency race-against-time themes: you have to get 
somewhere in a car, fast. You have to find something fast. You have to get in and out 
fast. You have to warn someone in time. If someone eludes you then you are going to 
have to deal with them later. You anticipate that a natural disaster is about to occur. A 
negative powerup (powerdown’?) item shortens the time you have left on the stage. An 
area is killing you (you can only be in the heat or cold for so long.) Something is coming 
after you and you must get to somewhere safe before it does. 


35- The way you die determines the game over sound effects. If you die in a fire it 
sounds especially awful. If you die over something simple then the music kind of mocks 
you. 


36- A dragon that breathes out fire skulls. 
37- A fat bellied giant that has little monsters coming out of its mouth. He looks at you, 
pats his stomach, then they come out to try to capture you. If they do, then the giant will 


eat you. 


38- Out of a giant head comes a smaller head, out of it comes another small head, and 
from it yet another. 


39- Create art, text based things, and videos from the game in a rom hack style, except 
integrated into the game. For example you can put in your own text, have the graphics 
move a certain way, adjust as needed to create them. Then you just screen capture the 
stuff and share it with others. 


40- And a series for your franchise to do the above, such as “Final Fantasy Video 
Maker,” or “Mario World Studio,” to make and share videos as described above. Other 
ideas could include 8/16 bit music makers along with some graphical integration to 
them. They are things consumers are really wanting. 


41- Having more than one boost button. Normally in a game you only have one. In this 
game you could boost the weapon in two different ways having two different effects. 


42- Having a diverse amount of coins. Coins determine what you can buy. That, instead 
of numbers/ amount. So when you find a coin in some place, say by smashing a pot, 
then it will be its own treasure. A treasure chest gives you a particular item. A coin does 
too in this case. You could add a purple coin if this doesn’t fit entirely. That one can 
literally buy whatever- and the player knows how to get them anyway. 


43- Coins can be attached to a powerup. They can either be sold for something or used 
as such. Coins can have MP points. Like a 5 MP coin gives you as much magic power. 
A 5 HP coin can be there too. 


44- Consider putting old video games you have created (whoever you are) in the public 
domain. First, they are probably not going to continue bringing in a great revenue 
anyway, and second, they could serve as advertising. Since no one just puts their old 
stuff into public domain you would probably have many companies reproducing the 
game- and that is both good advertising and serves the popularity of the franchise. Also 
consider allowing anyone to make a certain thing based on your franchise. They can 
make any doll they want of one of your characters, for example, but only that. Free 
advertising! You could have an approval stipulation so that nobody cheats (“it’s a video 
game doll or an action figure doll!”) 


45- As for snakes: yellow and red and you're dead, red and yellow and you're mellow. 
That was a thing | was once taught about snakes. It means if the first stripe is yellow 
then it is harmful but if the first stripe is red then they are harmless. In a game that 
would mean totally staying away from one but fighting the other is okay. 


46- Slime is a really tricky matter in the game. Some game types cannot do without 
slime. Especially RPG and Adventure games. Here’s the idea: there is yellow, blue, and 
red slime. They are always gravitating towards another color. When they make contact 
they form into one, becoming both more difficult, larger, and their color changes. Each 
color can only be defeated a certain way, each their own. If yellow touches blue then a 
large green slime is made. If blue and red, purple- which may need magic of a kind to 
defeat. Fire? Ice? Lightning? 


47- A better version of everything. One thing among others that stands out. The idea 
can be used for about anything. 


48- | don’t know why LCD (calculator tech) games never have any color. | mean my 
LCD alarm clock comes in red, not just black like on a literal calculator. Blue and green 
are available too. Color can mean a lot of things in any game. It makes one graphic 
mean something else. 


49- | always like to share my ideas for a video game controller that has light based 
buttons. The four typical action buttons on one can each put off different colors of light. 
In four diamond shapes. And there would be a text based bar on the upper part of the 
controller informing you of things. There would be a little switch on the back that 
changes everything. Maybe there could be a little screen in the middle or an attachment 
for one. They would be their own games apart from the console games. Companies can 
provide little mini games that way such as from way back when: the old Atari stuff, 8 bit 
games, ect. So your controller can be used in a portable fashion as well. Unlike the 
Nintendo Switch though the console power isn’t hindered by it. The game pad of all 
gamepads would be used for far more than just video games... whatever it is you want, 
there is an attachment for it. Game companies that sell packaged gamepads each with 
their own unique side features. Game pads that are also radios, power banks, portable 
gaming, music players, toys in some way, remote controls with smart switches, security 
cameras, motion detectors, printer hook up, 3D printer connection, charged in various 
ways, wi fi enabled, internet surfable, a mouse/internet enabling attachment, and so on. 


50- Giving the console a flip up screen. Just a small six inch screen that folds up and 
serves to help you while playing your game. Or a control pad that has the same thing. 
Not some cumbersome Nintendo Wii-U controller either. Just a low power draining 
simple small screen. 


52- The game switches you between two characters. One evil, one good. One a villian, 
the other a hero. One a warlock and the other a Paladin. Something like that. So the 
perspective changes entirely. For a while you are doing good trying to stop the 


character you are about to become. It is like playing chess with yourself. Only one will 
win in the end though. So what were you all along? Good or evil? 


More Software Centric 


1- | have an idea for a magical calculator, an “occult calculator.” Inputs include numbers 
for numerology, elements (earth, air, fire, water), horoscope figures, time of day, colors, 
definitions of angels and spirits (demons if you want), and various other things. Output 
includes tarot cards, numerological answers, magic symbols, choice colors like for 
candles, mini spells tailored to exactly what you want, “enochian key” stuff and whatever 
else. 


The Idea Thesaurus: 


Gambling- Poker, black jack, slots, cards, scratchers, lotto stuff, raffle ticket, 


Money/Economy- Different value coins, trade, sell, buy, pawn, borrowing, investing, “lay 
away,” renting, increasing value, decreasing value, haggling, stealing, “thief” stuff, 
winning (especially in mini games), 100 coin idea, 10 special coin idea, gambling, 
salary, commission, job, reward, gem, pouch, hidden, 


Racing Games- Kart game, regular race, single screen, multi screen, “spy hunter,” 
racing as a separate part of the game, loop, untypical vehicles (think Micro Machines, 
marbles, wave racing, or unicycles), trying to demolish other cars, out running (apart 
from just other racers), shifting vehicles, 


Metroidvanias: Maps, gradually able to go further, missiles, bombs, taking powers, 
aliens, catherdral, goth, great monsters, 


RPG games: Modern, medieval, more or less fantasy, towns, castles, kingdoms, caves, 
mountains, forests, desert, homes, swords, shield, protective gear, offensive weapons, 
magic, gray, white, black, red, treasure chest, pots, inns, shops, restorer places, items, 
HP, MP, AP, summons, 


RPG Job Classes: mage, soldier, knight, dragoon, warrior, thief, summoner, barbarian, 
cleric, monk, blue mage, red, white, black, gray, black knight/ dark knight, ranger, 
berserker, hunter, mystic knight, paladin, sage, alchemist, necromancer, scholar, and 
weather mage. 


Mechanics- Wall jumping, wall climbing, clinging to top, double jump, flip jump, auto 
jump, thrust sword, swing sword, boost jump, leaping, targeting, swing from, fly, float, 
gravitate, pushed away, pushed towards, slippery, 


Weapon- Very weak to very strong, covers as an arch, goes straightforward, goes 
diagonally, comes from above (may cover the whole screen), a thing tossed like Holy 
Water, creates a field of fire, comes back to you like a boomerang, extra power if you 
are at full health, slice, thrust, stuns, fireball, whip, sword, mace, ball, spear, nunchucks, 
sai, boe/staff, wand, boomerang, gun, rocket, magic attack, freezes, 


Tools- Bottle, net, fishing pole, shovel, musical device, pick up glove, hookshot, lantern, 
fire producer, bomb, create a platform, change something into something else, can now 
swim or breath underwater, a raft, 


Simplification- Warping/fast travel, limiting length of cut scenes, digesting things, 
non-confusing, easily understood, 


Battle- Hit the red spot, counter attacks in RPG games, hit when they move their shield 
away, do things in the right order, 


Reaching new areas- Through a maze, through exploration, with a special suit, flying 
there, a raft, a boat, a flying device, a flying carpet, with a rocket, flying ship, flying on a 
beast or bird, through a key, moving a boulder, bombing a crack, 


Environment- Desert, water, cold, mountain, cave, forest, river, lake, towns, kingdoms, 
houses, mazes, labyrinth, field, 


Ride/Travel-on- Any animal, fictional animals, magic carpet, rocket, air based vehicles 
like jets, hot air balloon, cars, trucks, tanks, boats, submarine, air ship, raft, hover boat, 
with magic power, traveling on moving platforms, anything letting you breath under 
water, 


Powerups- Invincibility, gives you a certain attack, makes you large or small, makes you 
faster, has you dodge things, adds a new way to attack with the same weapon, makes 
the regular weapon better, lets you fly, comes from button boosting, comes from combo 
of buttons, easy to find, hard to find, more powerful weapon than before, upgraded 
weapon, magic based, 


Enemies- Fly down on you, fly, walk, crawl, dash around, jumps around, come apart, 
come back together, rush, strategic, slow, beefy, large, small, shock you, hurl weapons, 


blast at you, throw towards you, protected with a shield until they strike, have magic 
against you, death by contact one way, subdued by another, one weakness, entirely 
invulnerable, transform, appears from below, are shy, use their own parts against 
themself, have tricky maneuvering, 


Jobs classes in RPG games- Mages, knights, dark knight, monks, blue magic, thieves, 
warrior, different races like elves, summoner, 


Kinds of spells- Fire, earth, wind, water, black magic, red magic, gray magic, and white 
magic, reflect/ mirror, stat boost, faster, slower, poison, flood, earthquake, bolt, tornado, 
banishing, death, doom, cure, repair, transport, analyze, protect, summon, live again, 
confuse, beserk/ make crazy, float, absorb, take magic from enemy, take energy from 
enemies, ultimate spells, 


Items- Cure, remedy, small to large health boost, stat fixing, one time weapon, limited 
power, money, sleeping bag or tent for healing, 


Story- Against a dictator, princess taken, greedy thirst for power, against planetary 
harm, betrayal, comradery, relationships, sacrifice, overcoming, 


Places/areas- Town, castle, field, graveyard, forest, glade, dungeon, pit, swamp, ruins, 
mountains, rivers, lake, ocean, other planet, the moon, another dimension, a world 
before and after, houses, dangerous places, safe places, item rich places, buildings, 
neighborhoods, stores, inns, temples, cave, refuge, healing places, air or upper based, 
cathedral, 


Harvesting- From striking grass or pots, hidden gems, fruit from trees, various foods, 
combining items, capturing and putting in bottle, using monster parts, chests 


Special Areas- mini game, tomb, labyrinth, dungeon, lower area, hard to reach, tricky to 
reach, enter using a tool, hidden, out of the way, circumstantial, requires all of 
something (like the four crystals), 


Special Touches- Day/night cycles, 


Platforms- Bounce on, travel on, disappearing reappearing, flips around, cannot touch, 
slippery, 


Leveling Up- Experience points, magic and ability points, new spells per level gained, 
grinding, 


